
STUDIO CULTURE 
 
PREFACE [a little history] 
In the fall of 2007, as part of its expected professional degree accreditation in 2008-2009, the 
graduate architecture program undertook the making of a document that described “studio 
culture” at this school.  Given that studio at UVA involves users from several disciplines across 
both undergraduate and graduate degree levels, it was decided to raise the bar by attempting 
to describe and lay out the expectations not of a single program but the entire community of 
designers.  A working group was formed and with input from throughout the school formulated 
by the fall of 2008 the document that you are about to read and abide by.   
Because cultures constantly evolve, it is expected that changes to this document will need to be 
made.  To that end, each spring beginning in the spring semester of 2010 a representative 
group of students appointed and directed by the Associate Dean of Students supported a 
member of the design faculty will call for comments, propose, and make considered revisions.  
The writers hope that you find what is contained here to be useful, and that you participate in 
perpetuating the life of this effort by constructive involvement in your studio culture.   
 
 
STUDIO 
The term Studio describes a place.  At UVA’s School of Architecture this place is located on and 
encompasses most of the third and fourth floors of Campbell Hall.  The term is also applied to 
a series of courses, undergraduate and graduate, central to the curriculum of all designers 
within the School.  Lastly the term can be said to describe a mode of working or attitude.  The 
phrase “I am going to studio,” can therefore mean the person is headed to the place designated 
as their table (i.e., workplace), or to a collection of tables.  It can also mean they are headed to 
class - it being the time of day and week when attendance in studio is mandatory.  But more 
often it means the individual, or class section, is going to work.  The work done in studio is 
central to the development of well-educated and productive designers.  It is no surprise the 
“studio model” is the one on which most design offices - from the one-person atelier to the 
400-person corporate office - base their physical environment and productive interaction upon 
given the proven potential for success from this mode of working. 
 
The description or definition of that word “work” is hard to pin down.  The nature of the work 
done in UVA’s studios evolves to reflect internal and external pressures and influences.  So 
does the culture of the studio supporting the development of that work.  Descriptors most 
often used to depict studio are laboratory, open, messy, dense, workshop, swamp/meat-locker, 
positive, vital, noisy, and intense.  Teaching verbs most often used are consider, include, try, 
wonder, think, edit, and address.  Studio is an educational anomaly and an enigma.  Teaching is 
done there, but it is not a classroom.  Practice happens there, but it is not a field.  Production 
happens there, but it is not a factory.  Studio is both personal space and civic space.  Students 
manage to work for their own benefit and for the benefit of the collective – from classmates to 
the community.   



 
Behavior is neither set or directed by any single statement, organization, person, or set of rules, 
nor is it ungoverned.  Undergraduates are admired for their voraciousness and risk-taking - an 
enthusiasm that is only dampened by their ability to make noise.  Graduates are admired for 
their commitment, breadth of consideration, and focus.  Personal property goes mostly 
unguarded; personal safety is closely watched.  Intellectual content is, guarded as it might be, 
open to respectful and vigorous challenge by anyone at any time.  Studio is a place of success 
and failure, but risk and failure are often rewarded over cautious but limited success.  Studio is 
a place for both practicing the craft of design and negotiating the ever-evolving cultural 
definition of what “good design” is.  Learning the necessary skill of criticism, both self and 
communal, happens through open discussion and argument that, though often inefficient, is 
meant to be constructive.   
 
Lastly, as with any diverse group of individuals who come from and to some degree represent 
different cultures with different mores, studio is the primary place within the School where 
broader cultural issues are exposed, criticized, championed, and struggled with - be they 
economic, political, racial, or personal.  Studio is a small society that is willingly though naively 
entered and from which everyone leaves more mature, knowledgeable, and, though often a 
little “dinged up”, changed for the better.   
It is the work of any culture to nurture what it finds valuable while struggling constantly with 
the pressure to evolve.  Ultimately studio culture is a culture of choice, and it is that act of 
choosing that is encouraged and thrived on. 
 
 
STUDIO EXPECTATIONS 
SOUND 
One man’s music is another man’s noise.  Several hundred people working in close proximity to 
each other can generate, even when on good behavior, an impressive amount of sound.  If there 
is any difficulty in studio it usually has something to do with noise.  The following expectations 
have been negotiated:   
1. Construction is limited to model-scale work that can be done at a student’s desk, or on 
some occasions at a common table, with tools and materials whose use or manipulation does 
not generate sound outside of one’s personal space. Given the density of occupation, power 
tools, and attendant construction activity, noise cannot be accommodated in studio. 
2. “Music” may not be openly broadcast in the studio no matter what the time of day or year.  
Students will use personal headphones that should not be left unattended with music running. 
3. Cell phones should be on Silence/Vibrate when ON and are expected to be OFF during class 
time [2PM-6PM MWF].   
4. No sound should ever negatively affect the work that is expected to take place in studio at 
any time.  Conversation, especially constructive criticism, is expected to take place is Studio.  
Sound levels are held low so that this key part of design practice can take place.  Social 



conversation also occurs.  During class time, social communication should be kept to a bare 
minimum.   
 
ATTENDANCE 
Physical attendance in Studio during class time [2PM-6PM MWF] is expected and working there 
during other times is the norm. 
1. As noted, Studio is a state of mind and some students believe they can work better in a 
place other than studio.  No matter what the argument or the personal circumstance, 
instruction and criticism cannot take place unless the student is at their desk during class 
times.  As with other courses in the School, doctor’s notes are required to excuse a student 
from a class. 
2. Studio is physically a large place and the work done in there often requires a student to 
move about not only within it to take advantage of certain tools – computers and out-put 
devices – but also to use the shops and labs that are spread out over the School.  
Communication between student and critic is key to avoiding misunderstandings regarding 
attendance.   
3. Class time should not be used to procure materials from outside of the School. 
4. While non-studio related auditory distractions [“tunes”] are tolerated, visual distractions are 
not.  Watching of television, videos, and the like during class time is prohibited. 
 
DEADLINES 
What follows is a constantly evolving policy initiated by, in service of, and ultimately enforced 
by students.  Each professor agrees to abide by this statement.  Following the policy statement 
are some practical definitions and suggestions for implementation and accommodation.  These 
have been collected from students and faculty who should work together to make it feasible for 
students to do what they need to do using all the tools at their disposal within given time 
constraints. 
 
Definition 
A student may not use any work produced in any manner, by hand or machine that was 
produced or altered in any way after a deadline.  The answer to all questions that try to redefine 
this edge is NO!  
 
For instance: 
NO trimming of sheets. 
NO acceptance of prints or plots not out of the machine by the deadline. 
NO adjusting of digital files for size, color, etc. after deadline. 
NO fixing of accidents or breakage. 
NO resending a file to the printer or plotter queue for whatever reason after the deadline. 
 
The intention is that work done by the deadline be taken unaltered from a student's work or 
storage area and mounted or shown directly on an exhibit wall, monitor, and/or model base.  A 



student's work includes any and all mounting brackets, shelving, or support structure not 
normally supplied in the exhibit rooms. 
 
If a student asks their professor for permission to violate this policy for whatever reason, the 
professor should consider that in agreeing they might be opening the student to a potential 
Honor Inquiry.  The student should also realize that by not following this policy, their actions 
might be considered an Honor Offence. 
 
Suggestions 
1. Make a duplicate/backup copy of digital work for submission to your Professor as proof that 
your work was complete by deadline.  Computer files stored before deadline on a CD/DVD, in a 
designated Folder in Classes, or removable storage media will be considered as work and may 
be run without alteration in appropriate machines during reviews.  Suggestion: Do dry runs on 
the equipment you intend to use in the review to find and fix glitches before the deadline.   
 
2.  Allow enough time for fixing mistakes and waiting through machine backlogs.  This is 
obvious but easier said than done, especially if this is a "first time" effort.  This type of logistical 
planning is usually learned through trial and error though it does not have to be.  Fellow 
students, faculty, and support staff should be asked for help and suggestions.  The Faculty 
should consider this part of their teaching role and actively engage the students in planning 
milestones for final production.  This would include buying modeling and presentation 
materials/media [before Studio Art runs out], doing test plotter runs, suggestions on file 
compression for quicker printing, and using new drawing techniques, software, or shop 
machinery.  Setting a studio “Plotting Deadline” before the actual deadline not only reduces 
bottlenecks at the plotters but also exposes problems that can then be rectified.   
 
3.  Have enough money in your printing account before going into production mode.  This is 
akin to starting on a road trip with a full tank of gas.  Unfortunately for the students, there is no 
means by which a negative balance can be run in your printing accounts [same system that 
cannot return money left unused in a printing account upon graduation.]  Money does carry 
over from semester to semester, year to year. 
 
4.  Use the tech staff.  They are very willing to help you negotiate the ins and outs of 
computer-land.  They have spent an immense amount of time and effort setting up the system 
and the Computer Help Desk for your benefit.  Do not waste your valuable time “spinning your 
wheels” trying to figure out why something will not work.  ASK QUESTIONS! 
 
 
COURSE EXPENSES 
Course costs in addition to tuition include textbooks, travel, printing, copying, consumable 
materials (e.g. tools and modeling materials), and occasionally software.   



These costs vary according to the course and instructor, but general guidelines for students 
wishing to anticipate costs per semester are as follows: 
 
Printing/copying: $50-$300 
Consumable Materials: $100 
Travel: $350 (see below) 
Textbooks/software: wide range of costs.  Students can expect that textbooks will be useful for 
many years following school and through internship.  Students are also encouraged to utilize 
the university’s excellent library resources.  It is rare that students would be asked to purchase 
software other than that already required or supplied by the school. 
 
Studio Travel 
Studios often involve group travel to fulfill the purposes of the project and pedagogy of the 
studio.  All students are expected to participate in studio trips and should plan accordingly.  
The group travel format can vary from studio to studio depending on the intent of the course.  
In one studio this might mean local car trips, involving one or several day trips within the state 
of Virginia.  Upper level studios have seen an increasing number of projects in major cities of 
the U.S., usually the East coast, that involve a site visit over a long weekend [Friday-Sunday].  
These types of trips mandate the use of major transportation and require lodging and 
sustenance for several days.  Finally, there are also some studios for which foreign travel is 
anticipated, often for a week over one of the semester’s major breaks.   
Whatever the format of the studio course, students should expect to budget no more than $350 
per semester for studio travel (note: food is never included in travel costs and should be 
budgeted for individually).   
Both the departments and individual instructors work hard to provide students with the widest 
range of exposure to issues and conditions they consider important while remaining highly 
attuned to the range of financial means within our student body.  To that end, students will not 
be asked to travel afar if the pedagogical objectives of a studio can be met locally, and 
instructors consistently work to coordinate their travel requirements whenever possible within 
the curriculum.  Additionally, it would be rare for a student to be asked to do significant 
traveling in two back-to-back studios in the same academic year.   
 
Non-Studio Travel 
In addition to studio travel, students are often required to travel for core or elective non-studio 
courses.  Travel for these courses typically occurs multiple times throughout the semester and 
is almost always local (central Virginia), usually ½ day at most and never overnight.  For these 
courses, students will be notified of the schedule and costs (usually gas or shared vehicle 
rental) in the course syllabus.   
 
OUTPUT DEVICES 
There are moments throughout the year when the tension level increases dramatically in studio.  
It will be no surprise to anyone that these moments, usually about a week or so in duration, 



occur at times when there is a demand for increased productivity and output.  At these 
moments, use of woodshop tools as well as gaining access to and getting successful output 
from such devices such as laser cutters, printers [paper and 3D], and plotters is paramount.  
Access to most tools and devices is limited for safety reasons.  Therefore it is of utmost 
importance that students do the following: 
 
1.  Plan ahead.  Make a reasoned production schedule working backwards from the deadline.  
Allow some slack time in the schedule for mistakes, machine downtime, conflicts, sleep, life, 
etc. 
2.  If you need access to a device that is scheduled – laser cutters and 3d printer – sign up in 
advance.  There is a limit to how far in advance these devices can be scheduled.  Woodshop 
hours are posted. 
3.  If your schedule changes, sign off of the tool on the scheduler so that someone else can use 
it.  “Handing off” or “passing on” of the use of tools from student-to-student is not allowed.  
Each student must log on and log off.  Not logging off is wasteful.  The practice also increases 
the anxiety of your colleagues while reducing their opportunity to get their work done. 
 
Students who either abuse the machine schedule or waste time by not showing up or not 
immediately logging off will have their privileges revoked automatically.  The penalty for the 
first offence is a one-month bar of tool use.  Second offense is a three-month prohibition.  
Third offense is a permanent ban.  Penalties carry over from one semester to the next. 
 
END 
 


